MNoble
You start knowing 3 players,
1 and only 1 of which is evil,

Washerwoman
You start knowing that 1 of 2 players
i a particular Townsfolk.,

Bounty Hunter

You start knowing 1 ewil player.

If the player you know dies, you learm another
evil player tonight. [1 Townsfolk is evill

Sailor

Each night, choose an alive player:
either you or they are drunk until dusk,
You can't die.

(eneral

Each might, you learm which alignment
the Storyteller believes is winning:
good, evil, or neither,

Village Idiot

Each nmight, choose a player:

you learn their alignment,

[+0 to +2 Village Idiots. 1 of the extras is drunk]

Ogre

On your 1st night, choose a player (not yourself):
you Become their alignment (you don't know which)
even if drunk or poisoned.

Lunatic

You think you are a Demon, but you are not.
The Demon knows who you are

& who you choose at night.

Godfather

You start knowing which Qutsiders are in play.

If 1 died today, choose a player tonight: they die.
[-1 or +1 Outsider]

Harpy

Each night, choose 2 players:

tamorraw, the 15t player is mad that the 2nd is ewvil,
or one or bath might die.

Fang Gu

Each night*, choose a player: they die.

The 13t Qutsader this kills becomes an evil Fang Gu
& you die instead. [+1 Quisider]

Legion /

Each night*, a player might die.

Executions fail if only evil voted,

Wou register as a Minion 1og, thstplamw
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Steward
You start knowing
1 good player.

*Not the
first night

King
Each night, if the dead equal oru.mmmelm
you learn 1 alive character,

The Demon knows you are the King. ' -
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Each night, choose 2 players: .

yau learn if either is a Deman. CALRE

There 5 2 good player that registers as a Demon 1o you, S8
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Cult Leader R+
Each night, you become the alignment of an alive neghtor, S85
Ifalgmdpla;mcmmwﬁnmrcm,wrqu\! i3

Ravenkeeper 1

If you die at night, '1.1

you are woken to choose a player: Y

yau learn their characker. .y
e ]

Choirboy & -

If the Deman kills the King, VN

you learn which player is the Deman.
[+ the Kingl

Fool
The first time you die,
you don't. ¥

Moonchild

When you leamn that you died,
publicly choose 1 alive player. :
Tonight, if it was a good player, they die. e

?.d..'..'i.].ﬂt
If 5 or more players are alive,
you must vate for every nominaton.

Marionette B
You think you are a good character but you are ncl. ..
The Demon knows who you are. P
[You neighbor the Demonl] i s

(oblin

If you publicly claim to be the Gaoblin
when nominated & are exacuted that day,
your t2am wins.

Lord Of Typhon
Each might*, choose a player: they die. [
[Evil characters are in a line, You are in the middle,
+1 Minion. -7 to +7 Outsiders] Y
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Lleech
Each night*, choose a player: they die. b
You start by choosing a player: they are pomonad

You die if & only if they are dead,
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" Show each of these players a unigue Minian token, and give a thumbs dawn.
Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then. da the Minion Infa and Deman Info steps as normal.

Dusk | Check that all eyes are closed. Some Travellers & Fabled act.

Wake the appropriate number of players directly clockwise and counter-clockwise from the Lord of Typhon:
= Lord Of Tvphon Show each of these players a unigue Minion token, and give a thumbs dawn.

P Replace these players’ good character tokens with these Minion tokens and put these players to sleep.
Then, da the Minion Infa and Deman Infa steps as normal.

If there are ¥ or more players, wake all Minions

Minion Info Show the THIS IS THE DEMON token. Point to the Deman.

If there are 7 or more players, wake the Lunatic:
Show the THESE ARE YOUR MINIONS foken. Point to any players.
Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 good character tokens.
Put the Lunatic to sleep. Wake the Demon,
Show the YOU ARE info token and the Deman token.
Show the THIS PLAYER 15 info token and the Lunatic token, then point to the Lunatic.

If there are 7 ar more plavers, wake the Dermaon:
Show the THESE ARE YOUR MINIONS token. Point to all Minions.
Shew the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 nat-in-play good character tokens.
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Wake the Demon. Show them the THIS PLAYER 15 info token, then the King token, then point at the King player.

Wake the Demaon. Point to the player marked 15 THE MARIONETTE & show the Marionette character token.
Put the Demon to sleep,

Sailor |  The Sailor chooses a living player. @

Godfather | Show the character tokens of al in-play Outsiders,

Harpy The Harpy chooses a player @ & then ancther player. @ Put the Harpy to sleep. Wake the first target
Show the THIS CHARACTER SELECTED YOU token, the Harpy taken, then peint to the second target,

The Lleech picks a player. Mark them with the POISOMED token. &
Point to the player marked KNOW. &
Point to al three players marked KNOW,

Show the Townsfalk character token. Point to both the TOWNSFOLK and WRONG players.

If you believe that the good team is winning, give a thumbs up.
General | If you believe that the evil team is winning, give a thumbs down,
If you don't know which team is winning, give a thumbs to the side.

Village Idiot | Yake any Village Idict, they chooses a player, Give a thumbs up or a thumbs down.
8 Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

The Cult Leader becomes the alignment of ane of their living neighbors. If their alignment changed:

L Wake the Cult Leader, show them the YOU ARE token, &either a thumiss down (if evil) or thumbs up (if good).
Put the Cult Leader back to sleep.

Turn the Cult Leader token upside-down, (This shows their alignment.)

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

Wake any player with a Townsfolk character:
Show them the YOU ARE token, & a thumbs down. Put them back to sleep.
Turn their taken upside-down. (This shows they are evil.)
Wake the Bounty Hunter, paint to an evil player, Place the SEEN token beside the shown player. &

The Ogre points to a player:
If the player is evil, flip the Ogre's token upside down.

Wait a few seconds, Call for eyes open,
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Check that all eyes are closed. Some Travellers & Fabled act.

The Sailor chocses a living player. @

The Harpy choases a player @ & then another player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second targst,

Do whatever needs to be dane to simulate the Demon acting.
Put the Lunatic to sleep. Wake the Demon.
Shaw the Lunatic token &paint to them, then their targetls).

The Lleech chooses a player, Mark them with the DEAD token, €&

The Fang Gu choases a player. @ If they chose an Outsider (once only):
Replace the OQutsider token with the spare Fang Gu token. Put the Fang Gu to sleep. Wake the target.
Show the YOU ARE and Fang Gu tokens & give a thumbs-down, @

You may decide a player that dies, (Once per living Lagion) @&

The Lord of Typhon chooses a player. &

If an Outsicer died today, the Godfather chooses a player. @

If the Moonchild is due to kill a good player, they die. @

If the Raverkeeper died tonight, the Ravenkeeper chooses a player. Show that player's character token.

If the Demon killed the King, wake the Chairboy. Point to the Demaon player

If you believe that the good team is winning, give a thumbs up.
If you believe that the evil team is winning, give a thumbs down.
If you don't know which team is winning, give a thumbs to the side.

Wake any Village Idiat, they chooses a player. Give a thumbs up or a thumbs down.
Put that Village Idiot to sleep. Repeat until all Village Idiots have acted.

If the number of dead players is equal to or exceeds the number of alive players:
Wake the King. Show one alive character token, Put the King to sleep.

The Cult Leader becomes the alignment of ane of their living neighbors, If their alignment changad:

Wake the Cult Leader, show them the YOU ARE token, &either a thumbs down (if evil) or thumbs up (if good).

Put the Cult Leader back to sleep.
Turn the Cult Leader token upside-down. (This shows their alignment.)

The Fortune Teller chooses 2 players. Mod if either is the Demon (or the RED HERRING).

If the player with the SEEN token died today or tonight, point to an evil player.
Mowe the SEEN token to the shown player, @

Wait a few seconds. Call for eyes open & immediately say wha died.
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